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4. Church of New Rome 

This primarily Christian church exists to reunite the soatteredfaiths of 
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1 Savach 


Brotherhood 


Central planet of the Brotherhood of Tarl 

Planet There is one large moon; tides are up to 5Q feet, but rise and fall very slowly. The 

land is mostly large plains, with very few mountains or forests. 

Physical Human standard. 

Mental Human standard; almost all natives are orthodox Tarlists, resulting in almost no 

crime, and mandatory one-hour ceremonies every day. 

Culture Guardians of the Faith are common, and much stricter than on the otherworlds. 

The culture has a Persian flavor; flowing robes, decorative art and graceful 
buildings are common. The inhabitants love zancha riding. 

Techno Extremely fine; often they purchase even more advanced techno from the 
Second Empire, which is usually restricted to use by loyal Tarlists. 

Import Everything. 

Export Everything, especially perfume. 

Notes All non-orthodox Tarlists are restricted to a guarded port area. 

Zancha 

Lir 

S(3)A P1D H 30 A NO G .9 T 12 Ml GPP18QD 

2 Tondsworld Brotherhood 

Armaments and munitions center 


Planet A small planet, but very dense. The atmosphere is slow poison to anyone 

without a mask. 

Physical Human; very few aliens. 

Mental Human; very few aliens. All inhabitants are military personnel. Most officers are 

orthodox Tarlists. 

Culture There is no distinct culture, as men are drawn from many planets. All population 
centers are military establishments. Aliens are kept in restricted areas. 





3 Balmoral 


Brotherhood 


Planet The planet has a ring of ice, dust and rocks in the solar plane, which blocks 

radiation. It is very cool, with many glaciers and much snow. 

Physical Natives tend to be hairier all over, and fatter than human norm; they are very 
heat-sensitive. 

Mental Normal. 

Culture Clan structures predominate; there is constant fighting between clans. All 
wives must come from a different clan. The clans hunt in packs, and have 
blood-brother relationships. 

Techno Skis; snowshoes: vegetable fibers that retain flexibility at super-low 
temperatures; ice-skiffs. 

Import Weapons, transportation. 

Export Aluminum. 

Notes There are huge semi-tundra areas, and ice-floes which support semi-aquatic 

life. There are animals similar to musk-oxen. 

Zancha - stocky, darker than usual. 

SC P 6 H 30 A HO G 1.1 T 4 MO GPP .75 

4 Cashar Brotherhood 

Planet Almost the entire surface is mountainous. 

Physical Normal human, but with a nictitating membrane (greenish) to protect the eyes. 

Mental Normal human. 

Culture The planet is controlled by families: there are 32 major houses. Each runs a 
particular industry, and there is little competition. 

Techno The family-owned factories can be programmed to produce anything. 

Import Raw materials of all kinds. 

Export Finished goods of all kinds. 

Notes The atmosphere will cause blindness in unprotected eyes. 

Lir 

Helium Plant 



5 Deroll 


Brother 


Planet Very high winds and no clouds. There is no sea life. 

Physical Normal human. 

Mental Normal human. 

Culture The planet is totally owned by the Brotherhood, which is exploiting raw 
materials to the full. A small group is involved in controlling pollution and seeding 
the planet with life. 

Techno Standard. 

Import Luxuries of all kinds. 

Export Flaw materials. 

Notes The planet was seeded recently; sea life is rare and microscopic. 


S A P 9 H BO A NO G .7 T 10 Ml GPP 400 


6 Yllosh 


Brotherhood 


Planet 


Physical 

Mental 

Culture 

Techno 




S 8C 


The planet is composed of varied types of terrain. There are massive rain 
forests around the equator, small ice caps at the poles, and huge plains in the 
north and south. 

Normal Human. 

Normal Human. 

The entire culture is based on the migratory Gorta, a protein source. The non- 
city dwellers are semi-nomadic, following the Gorta migration in air rafts. 
There are eight major cities for processing and exporting Gorta products. The 
Gorta migration is followed by huge air rafts which are also meat processing 
factories. They have superb animal tracking and tagging devices. 

Luxuries, Machinery, Power Soures and Equipment. 

Meat, Hide, Fertilizer. 

Gorta: a rhino-like mammal. It stands 8' at the shoulder, is a herbivore, travels 
in large herds, and will stampede easily. 

Helium Plant 

p 9 H 50 A NO G 1.2 T 10 MO GPP 400 



7 Wallint 


Brotherhood 


Planet The planet has many plateaus which are so tall that there is no atmosphere at 

the top of them. All life is in rifts and valleys. 

Physical Normal Human. 

Mental Human, they suffer from agoraphobia, the fear of open places, but they are 
comfortable if there are walls nearby. 

Culture The population inhabits mostly small villages, there are also several large cities 
where trade and manufacturing activities are conducted. The national passion 
is sculpture done in living trees. 

Techno They have the ability to use a very selective psi-force to genetically modify 
vegetable genes. 

Import Chemicals, Mutates, Esper Training and Drugs. 

Export Plants and Vegtables, Perfume. Wood, Drugs, Slow-Time, Fast-Time, Amber. 

Notes Their houses are built in living trees. They are slowly increasing the amount of 

oxygen in the planet's atmosphere. 


S4B P 9 H 40 ALO G 1.1 T ID Ml GPP 360 


8 Garrold Brotherhood 

Planet It has extremely long seasons, the planetary year is 36 Earth-years long. 

Physical Normal Human. 

Mental Normal Human. 

Culture The population is split into two groups; clansmen and non-clansmen. The clans 
are hereditary, very protective of the individual, family structures. The lower 
class (non-clansmen) is organized into guilds. The clansmen look down upon non- 
clansmen. 

Techno In spite of advanced technology, almost all transport is by carriage. However, 
most clans own a high-speed vehicle. Their houses are large, with 4' thick walls 
for insulation. 

Import Cybernetics Parts, Optics, Petrochems. 

Export Aircraft, Computers. 



9 Jiltovun 


Brotherhood 


Planet There are two major continents connected by a long island chain. All of one of 

continent and much of the other is desert. Summer is long and very hot. The sea 
life is immense and usually carnivorous. 

Physical Normal Human. 

Mental Normal Human. 

Culture Poetry is much respected and a neccessity for doing anything here. Usually, 
Water gifts and Waterbrothers are very important. A bond of Waterbrother- 
hood is almost never broken. Cities of stone encircle all oases. 

Techno They are extremely advanced in desert living, and also in sailing. The most 
common vehicle is the Sh'char, a wheeled desert skiff. 

Import Art, Literature, Nylon Sails, Copper. 

Export Liquor, Spice, Seafood, Literature. 

Notes Helium Plant 

Dreamroot 

SC P 9 H 40 A NO G 1.1 T9 M 14 GPP 270 


10 Qvuern Brotherhood 

Planet The planet has a broad silvery halo of dust. 

Physical Human, ears are large, and hearing is extremely good. 

Mental Human, when outside they instinctively remain quiet in order to hear the 

Culture The population is divided into castes. The use of drugs to alter reality is 

accepted. 


Techno They are extremely good at refining and producing liquors. 
Import Technological Equipment of all kinds. 





11 Nowlond 


Brotherhood 


Planet There is almost no wind on the surface due to extremely tall trees. The entire 

land surface of the planet is covered with 1 50' tall trees. 

Physical Normal Human. 

Mental Males are thought to be incapable of any intellectual abilities, and indeed they 
usually are on this planet. (This is due to training not genetics.) 

Culture Matriarchal, males are kept dumb, muscular and subservient. They will not 
respond to other males, only to females. Females run everything. 

Techno Very primitive, they harvest hive rats for their protein base. 

Import Textiles. 

Export Amber, Wood, Spice. 

Notes Hive Rat 

Lir 

S X P 5 H 70 A NO G 1.1 TO MO GPP .005 


12 Lundborg Brotherhood 

Planet The planet is covered with massive craters, very old and non-radioactive. The 

air holds much particulate matter, requiring the use of filter masks to breath. 
Physical Human, they have very hairy faces, which serve as natural air filters. 


Mental They believe that people without mustaches are strange and/or insane. 

Cultu re Until recently, they sacrificed people to the “Gods of the Earth,” the craters, to 




13 Zyntail 


Brotherhood 


Planet There is almost no wind due to very high mountains. There are large glaciers in 

north and south. 

Physical Human, they are furry, usually either light brown or blond. 

Mental Normal Human. 

Culture The sexes live segregated, in fraternal/sororal houses. Sex is only allowed 
during a yearly celebration. Offspring are raised by the parent of the opposite 
sex until they are of age. 

Techno Up to par, they are very good with skis, snowshoes, and other winter survival 
gear. They are totally uninterested in air transportation. 

Import Radioactives, Food of all kinds, Luxuries. 

Export Computers, Armor, ATVs, AFVs. 

Notes The common plants are rich in vitamins 0 and C. The air currents over the 

mountains are very wild so no air vehicles are used. 

Hive Rat 
□reamroot 

S2A P 10 H 70 A NO G 0.8 Til MO GPP 500 


14 Hamlyte Brotherhood 

Planet It is a very old planet, composed primarily of vast plains. 

Physical Normal Human. 

Mental Human, but afraid of heights. 

Cultu re There are scattered cities; but most of the population are trying to maintain the 

old nomadic culture, using wagons pulled by Barth. Herds of Barth are abundant. 
There are often bitter wars between farmers and nomads over land use rights. 
Techno Normal for cultural level. 

Import Weapons, Aircraft. 

Export Grain, Meat. Spice. 









1 7 RontSO Brotherhood 

Planet The planet is covered with vast plains. 

Physical Human, all are of a single racial type: red hair with brown eyes and pale skin. 

Mental They tend to think of other racial types as inferiors. 

Culture Carts drawn by Zancha are used for transport; the weight is supported by 
helium balloons. The population fallows migrating herds of Toowa. 

Techno Primitive. 

Import Blades, Textiles. 

Export Toowa Meat, Gems. 

Notes Toowa: a 90-pound antelope-like creature thatformsherdsnumberingmillions. 

Caazu: a 300-pound puma, who usually live in pairs. 
Lir 

Helium Plants 
Zancha 
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18 Xalmat 


Brotherhood 


Planet The surface is mostly covered with water, with scattered small desert islands. 

Physical Normal Human. 

Mental Human, no fear of heights. Gliding is common. 

Culture They liveonwooden rafts supportedby helium balloons; they may be tied together 

to form large conglomerates. 

Techno Most artifacts are made of wood, there are no metals available. They make very 

good light but strong wood laminates, and extremely good bows. 

Import Boats of all kinds. 

Export Kelp (for food). 

Nates Huge mats of sea kelp covers large areas of the ocean. 
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20 Foransch Brotherhood 

Planet It has an elliptical orbit' of six standard years which causes extremely long 

seasons. There is no free water, most water is fixed by an algae like growth. 
There is little rain. 

Mental Normal Human. 

Mental Normal Human, but have a higher than normal degree of empathy. 

Cultu re All social status depends on the strength of the individual. Poetry and Dance are 

viewed as sacred gifts of the Gods, and are performed mostly by a sacred class. 
Techno They have extremely good insulators and very efficient compact batteries. 


Import Radioactives, Food, Computers. 

Export Fruit, Wood, Machine Tools, Electronics. 





21 Ijkank 


Brotherhood 


Planet Large plains cover most of the planet. It has no seasons. 

Physical Normal Human. 

Mental Most of the population is able to do lightning fast mathematical calculations. 

Culture It is a nomadic matriarchal culture, which fallows the Zancha migration in 
wagons. The rite of passage involves capturing and breaking a Zancha alone. 
Techno They use Zancha driven wagons for transportation, they have some black- 
smithing skills, they have very little sea skills. 

Import ATVs, Fuel & Parts. 

Export Copper, Grain. 

Notes There is a very active and powerful underworld, mostly male. 

Tak: a gopher-like animal with fangs. Each fall they go beserk and will attack 
anything. 

Lir 

SE P 6 H 10 ALO G 0.8 T4 Ml GPP 1 


22 Kowlon Brotherhood 

Planet Most cities are built in coastal lowlands and are subject to frequent flooding. 

Physical They are deaf, they have developed a complex sign language for communication. 
Their average height is 4'. 

Mental They have taboos against going underground, and against exposing any part of 


Culture Their rite of passage involves fasting until one receives a vision. Each adult has a 

special sitting rug, upon which he must always sit or sleep. 

Techno They are very weak in Medical knowledge, and also in Geology. 

Import Medicine, Raw Materials, Automated Mining Equipment. 

Export Drugs, Textiles. 

Notes Most plant life is poisonous to other humans. There are severe parasites; 

touching the ground at all is very dangerous. 

Lir 

s 3B P9 H BO ANOTn G 1.1 T9 MO GPP 100 


23 Montreor 


Brotherhood 


Planet The surface is mostly covered with forests composed of trees that can move up 

to 3' per day. There is almost always severe lightning storms. 

Physical Normal Human, their eyes can see very well in any light. 

Mental Normal Human, they are able to do lightning fast mathematical calculations. 

Culture The population lives in coastal shallows in stilt houses. The police system is 
administered by free-floating constables. 

Techno They are very good at building wooden boats, tidal navigation, and mapping skills. 

Impart Optics, Polymers. 

Export Silver, Special Alloys. 

Notes A large area is devoted for lawless living in a state of total anarchy. There are 

vast floating islands of moss-like plants that grow up to 4 square miles, and are 


S X P 5 H 90 A NO G 0.5 T 2 MO GPP 1 


24 Tarl’s Hope Brotherhood 

Planet There is constant fog, and many tornadoes. 

Physical Human, their average height is 7', they are very good at weapons fighting. 

Mental They have a very strong ecological ethic, in that they are very unwilling to 

damage life. They also have a very strong generosity ethic: a good host always 
does everything he can to help a guest. 

Culture Honorable duels are allowed; Code Duello. Due to their tribal family structure a 
duel can involve an entire tribe. 

Techno They are extremely good at weaponry. 

Import Perfume, Transportation Equipment. 

Export Grain, Wood, Fruit, Spice, Meat, Furs. 

Notes Lir 

SC P 7 H 60 A NOTn G 1.2 T 7 Ml GPP 55 



Brotherhood 


25 Verlagh 

Planet The planet has a three ring halo of silvery ice and rock. There are large deserts, 

covered with plants similar to barrel cactus. Most of the rest of the surface is 
covered with vast rain-forests. 

Physical Human, they can last a long time without water. They all have black hair. 

Mental They have a fear of anyone touching their shadow, this is thought to cause 

sickness. 

Culture The government is a total Peoples' Democracy, all adults vote. Dance is 
considered to be the foremost of the arts. It is very common and always done 

Techno Very fine weaving. 

Import Food, Liquor. 

Export Textiles, Special Alloys. 

Notes There are many wells hidden in the desert. They belong to a "club" of blood- 

brothers. The “club" will enact a death penalty for anyone using a well without 

SE P 6 H 40 ALO G 0.8 T4 MO GPP 1.25 


26 Undol Brotherhood 

Planet The oceans are almost totally covered with floating kelp. 

Physical Normal Human, they have a high incidence of sterility. 

Mental Normal Human, they will almost never harm children, of any species. 

Culture There is a very strict caste system. Each caste has its own language. There is a 

caste of wise men, they wander around the planet, and are outside the law. 
Techno They have superb hovercraft systems. 

Import Meat, Children, Submersibiles. 



27 Manstron 


Brotherhood 


Planet The surface is mostly tundra, the climate is very cold. The only other native life 

besides Zancha are insects. 

Physical Normal Human, hairier than norm. 

Mental Normal Human. 

Culture There is a Feudal government. The inhabitants will always lie to get what they 
want so no one will believe anything told him. Wandering Bards receive room and 
board for singing. Their houses are built on stilts due to the large number of 
insects in the ground. 

Techno They manufacture very good skis, sleds, snowshoes. They are also excellent 
weather predictors. 

Import Textiles, Weapons. 

Export Drugs, Petrochemicals. 

Notes Each spring a flower pollen is produced which causes sleep and sometimes 

death. 

S X P 5 K 60 A NO G 0.5 TO MO GPP .005 


28 Obliokant Brotherhood 

Planet The planet is in the late Dinosaur age; there are some early mammals. 

Physical Normal Human, their average height is 4'. 

Mental They are partial telepaths. They can transmit distress or other emotions when 


Culture They will not go outside at night: they refuse to enter any dark area or room. 
Techno Normal for level. 

Import Steel, Electronics, Gems. 




29 Belshor 


Brotherhood 


Planet A Venus-type planet, there is total cloud cover causing temperatures around 

250° C. The surface is very dark, there is little moisture, and acid rains. 

Physical Alien, they are lizard-like, around 20' long, smooth skins, infra-red sensing eyes, 
vegetarian. They are an egg-laying species; males are killed after mating. 

Mental Normal, but they refuse to deal with males of any race. 

Culture They live in large underground warrens, which are lighted by infra-red emitting 

fungus. 

Techno They make excellent low-light optics. In spite of their tech level of 1 0, they have 
total control of fusion power. 

Import Petrochemicals, Polymers. 

Export Optics, Radioactives. 

Notes Helium Plant 

S4A P 10 H 10 ACOa G 1.1 T 10 MO GPP 500 


30 Welcyks 


Brotherhood 


Planet 

Physical 

Mental 

Culture 

Techno 

Impart 

Export 

Notes 

S A 


The planet is very large and it is close to its sun. It is always covered with clouds, 
and has winds up to 400 mph and an average temperature of 800° F. There is no 
water on the planet, the rain is often sulphuric acid. 

Alien, 36" long crabs, light red in color. They have eight legs, with fingers. They 
see by infra-red vision, and use touch to communicate. They are egg-laying, and 
live in hives built into the ground. 

They are terrified of skies without clouds, and of fire. They have been known 
rarely to commit suicide when faced with either one. 

The entire culture is dedicated to the advancement of the race; all else is 
unimportant. Each hive attempts to outdo all the others. 

Their artificial gravity devices are superior to those of the rest of the cluster. 
Steel, Copper, Furs. 

Chemicals, Artificial Gravity Devices. 

Almost all of the life on the planet is various forms of predators, moving slime- 
molds and amoebas. Some types grow up to 300' in diameter. 

H 40 ACO 2 G 1.4 Til Ml 


P 10 
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31 Harundal 


Brotherhood 


Planet Jupiter type planet. It is composed of 90°/o hydrogen super-coaled. It gets 

denser and denser until it finally forms a solid core. 

Physical Alien, they resemble jellyfish. They float in hydrogen at their own density level. 
They do not seem to have any method of propulsion, but merely drift. 

Mental They are totally unpredictable by any current philosophy. They do things for 
their own unknown reasons, but claim to follow Tarl in any case. They 
communicate soley by empathy. 

Culture Nothing is known about their culture, not even if they have one. It not known if 
they are individuals or units of a group mind. It is known that individuals do not 
have names, and that often two individuals share information at the same time. 

Techno Their technological ability is totally unlike any other race. They can do an 
immense number of things with only hydrogen to work with. The method is 
unknown, but psionics is suspected. 

Import Nothing. 

Export Nothing. 

Notes All types of life float in the atmosphere at different levels. A dirigible-type 

research station run by the Brotherhood will unofficially trade for luxuries. 

SC P 12 6 60 A Hydrogen G 0.9 T X MO GPP 100 


32 Shintuck Brotherhood 

Planet The planet used to have a population with a level 1 2 technology. It was burned 

off with nuclear weapons, and is now mostly a radioactive waste. There are no 
native life forms left. Occassionally a rare artifact is found. 











37 Bolint 


Imperial 


Planet The surface is covered by vast inland seas, surrounded by swamps. 

Physical Normal Human. 

Mental Normal Human. 

Culture Code Duello prevails (duels are legal). There are no hospitals; all healing is done 
by wandering doctors with primitive equipment. A religion exists, with a 
pantheon of eleven Gods. All eleven Gods are worshipped daily. 

Techno Normal for level. 

Import Power Cells, Plastics. 

Export Insect Repellent, Amber, Petrochemicals. 

Notes There are large lawless areas reserved and fenced off. 

Dreamroot 

Lir 

S E P 6 H 30 A NO G 0.7 T 4 MO GPP 1 


38 Kalint Imperial 

Planet There are huge glaciors that are advancing from both poles, and at present 

cover 60°/o of the planet. The planet has vast plateaus. Native plant life is non- 
chlorophyll based. Earth type plants are raised to feed the population. 
Physical Normal Human. 

Mental Normal Human. 

Culture Boasting is common, also ritual aggressive dancing to show status, and ritual 

mutilation to show status. It is taboo to go on top of the plateaus. 
Techno Normal for level. 

Import Luxuries, Literature, Weapons. 

Export Drugs, Art, Spice. 

Notes The hunting of Humans is allowed if they are declared unfit or criminal. 

Hive Rat 

SD P 6 H 10 AHOTn G 0.8 T6 Ml GPP 36 



39 Logandite 


Imperial 


Planet Only insects and hive rats are native to the planet. 

Physical Normal Human. 

Mental They have a severe taboo against going out during the day. 

Culture They have a very rigid caste system. The entire culture is centered on the rebirth 

Techno They have very advanced mining industries (well above their techno level). 

Import Gems. Crystals. Grain. 

Export Metals of all kinds. 

Notes The dead are placed in the surrounding desert; scavengers are thought to be 

servants of rebirth, and are holy. 

Hive Rat 
Lir 

Helium Plant 

SB P 9 H 10 ANOTn G 0.8 T9 Ml GPP 350 


40 Molinge Imperial 

Planet The planet is in the Dinosaur Age. There are earthquakes (usually small) and 

many volcanoes. 

Physical Human, they have very acute senses. They have symbiotic vines on their heads 

which supply an addictive sensory-amplifying chemical. 

Mental Human, they have eidetic memories. 

Culture They have a warrior ethic. There are wandering sages who teach war skills. 
Techno They have very advanced projective weaponry and weaving. 

Import Power Weapons, Air Transport, Radioactives. 




41 Xanthe 


Imperial 


Planet 

Physical 

Mental 

Culture 


S 2A 


The surface is almost completely covered with rain forests. 

Human, they all have dark brown skin, black eyes, and yellow hair. They have a 
fine sense of balance. 

They dislike open spaces intensely. They do not like other races. 

Birth control and surgery are taboo. Their rite of passage involves dyeing 
patterns into their facial skin. 

Normal for level. 

Meat, Grain, Communications, Electronics. 

Wood. Spice, Drugs, Chemicals, Petrochemicals, Polymers. 

Much of the population dies in inter-family warfare. A person may only be 
excluded from warfare by the order of the family councils. 

There are floating plants in the oceans that hold large sacs of fresh water. 

Helium Plant 

Zancha 

P9 H 60 ALOTn 6 0.8 T 10 MO GPP 300 


42 Plotby 


Imperial 


Planet There are large glaciers and no tides. 

Physical Human, all inhabitants have black hair. 

Mental They do not treat females as adults. 

Culture There is a class of wandering doctors, there are no hospitals, all healing done at 
home. There is a cultural bias for males; females are kept totally as home 
workers. There is a death penalty for bothering or touching a female without 
asking a male, but after permission is given, anything is all right. Human hunting 
is allowed, usually of females. 

Techno They build large ice sailboats to use as transport on the planets flat icefields. 

Impart Medical Equipment and Drugs, Textiles. 

















49 Yont 


Imperial 


Planet 

Physical 

Mental 

Culture 

Techno 

Impart 

Export 

Notes 

S 3C 


Most of the planet is desert, with rain forests on the coasts. The moon is large, 
so tides are very high and rough. 

Human, due to poisonous traces in the atmosphere, all inhabitants have reddish 
eyes, yellow skin and no night vision. 

Belief in the evil eye is common, leading to the wearing of full head garments 
called Shialah. 

The village elders rule, represented in a global council. Massive use of cosmetics 
is made by both sexes. 

They produce fabric from materials in the coastal jungles, which is impenetrable 
to most light and all infrared. There is a very good glass and ceramics industry. 
Petrochemicals, Plastics, Crystal. 

Steel, Fabric, Glass, Ceramics. 

Some of the population believes in the religion of Thaengosa. This is the belief in 
the Elder Gods who built Rourke's Diadem. If they are worshipped correctly, 
they are thought to return and lead the believer to paradise. 

Helium Plant 

P 8 H 50 AHOTn G 1.1 T8 Ml GPP 200 


50 Jamie’s Folly 


Imperial 


Planet 

Physical 

Mental 

Culture 


Import 

Export 

Notes 


There are never any clouds; the sky is always bright green. Many tornadoes 
occur, but most are low-velocity. 

Normal Human. 

They are telepathic within their own race. 

Boasting is a required skill for every person. They cannot tell moving pictures 
from reality. Laws are handled by roving constables who have the powers of 
judge, jury, and executioner. 

Their submersibles are very good. 

Entertainment devices of all kinds. 

Famma, Submersibles, Petrochemicals. 

Famma: an amoeba that lives inside natives 


and keeps them healthy, 





53 Electerni 


Planet Most of thi 

winds, usus 


Physical 


Culture 

Techno 

Import 

Notes 


Human, thi 
protection 
They have 
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of anything 
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54 IMoni 




Imperial 


55 Zaltiphe 




Physical 

Mental 


Techno 

Export 

Notes 


The planet is still in the dinosaur age, so saurians of various shapes and sizes 
fill all of the ecological niches. The seas are all shallow, with very high tides. There 
are no continents, just islands, with the largest island being BOO miles long. 
Human, the average height is 4'. They are extremely good swimmers. 

They feel very ill at ease and nervous when not near the ocean. 

Wandering sages teach and heal, make laws, and live directly off the people. 
Each sage carries a bit of the "sacred fire”, which is holy and cannot be put out. 
Institutions are generally democratic, but sages are the religious side and have 
their own laws. 

They utilize large floating cities that harvest the plankton in the oceans. There 
are fleets of cargo ships all over the ocean, going from island to island. 
Polymers, Aircraft, Submersibles. 

Dinosaur Meat, Plankton. 

Helium Plant 


S 2B 


Dreamroot 

P9 H 80 AHOTn G 1.2 T10 Ml GPP 400 


56 Ulorr Imperial 

Planet The tides are very, very slight. The planet has three major moons and a large 

band of fragments, which usually glows yellow due to sunlight. There is lightning 


Physical Human, totally hairless, average 4' tall. 

Mental They fear the twilight, but they do not fear either day or night. They often lie to 
achieve their goals, so they trust nobody. 

Culture Their belief in reincarnation causes the populace to devote much of their lives 
to reciting prayers, hoping to improve their next life. The band around the planet 
is thought to store all the souls of those who have died. 

Techno Normal for level. 

Impart Power Storage Devices, Electronics of all kinds. 

Export Crystal, Grain, Liquor. 

Notes Several species of plants capture, store and transmit lightning. They can easily 

kill anything that touches them. 

Lir 


S X P 6 H 60 


T 3 


A LOTn 


G 1,1 


M 3 


GPP 4 





57 Koffii 




Planet There are very high tides, and the coastal flats extend for miles. There is total 

cloud cover at all times. The plants are not chlorophyll based, and are 
predominately purple in color. 

Physical Human, their eyes are sensitive to sunlight, but not sensitive to color at all. 
Mental Their modesty taboo requires that hands be covered at all times by both sexes. 

They believe to live at Dne location for more then one year is unhealthy. 
Culture Their language is complex, using pitch, tone, and sound to carry information. All 
children are raised in creches by the government, they do not know their 
parents. Females are thought to be superior, and run the economy. 

Techno Their musical instruments are extremely sensitive and complex. They intensely 
cultivate rice, they have more production per acre than any other planet. 
Import Music, Petrochemicals. 

Export Music, Grain. 

Notes Crabs are up to 6' long, usually brown in color. There are monolithic ruins, mostly 

at the bottom of the oceans. 

Helium Plant 

SD p 8 H 30 AHOTn G 1.4 T4 M2 GPP 1 


58 Prontex Imperial 

Planet It is a Mercury type, with atmosphere traces of hydrogen and argon. Much of 

the planet is covered with molten metals. The planet does not rotate. 
Physical Alien, they are very similar to ants, but about 1 2" long. Their bodies are very 
reflective and fragile. They live directly off the sunlight they absorb. 

Mont-sl Thnw hm.B B nrn.in minri lino Ppnntnvi -is vnrv ntljnid. hut if it is OUt within 20' Of 




59 Rustum 


Imperial 


Notes This planet has been burned off. It used to be a technology level ten planet, 

and housed the main library for the area. Many monolithic ruins are scattered 
around, from the First Empire. There is no intelligent life on this planet, but 
strange glowing clouds of radioactive gas have been seen acting in a non-natural 
fashion. No expedition to the planet's surface has ever returned, and their 
communication from the surface was blocked by radioactive static. Warning 
beacons are in orbit around the planet. 

SC P X H 50 A Radioactive G 0.8 T X M2 GPP 0 


60 Jarrold Imperial 

Planet For several hours each spring, the pollen of a special flower causes wish 

fulfillment. All lakes are almost overgrown with sheets of algae, 1 8-20' thick. 
Most of the planet is flat and boring. 

Physical Normal Human. 

Mental Marriage involves outright bribery of village elders for permission. There are 

severe punishments for touching another person in public. 

Culture All laws are handled at village level by hereditary rulers. Slavery is common and 
accepted, it is also hereditary. 

Techno Wind driven wagons are commonly used as transportation on the plains. 

Import Tourists during spring, Steel, Copper. 

Export Drug Pollen, Petrochemicals. 






63 Manorra 


Imperial 


Planet This was originally a Jupiter type planet, with a technology of twelve. It was 

was destroyed in the initial phases of the war; no life has survived. 

However, colored lights [usually spheres) have been seen at random times. They 
apparently hypnotize a watcher. The exact method is not understood as no one 
has ever survived this process. The victims are sometimes seen running into 
the wastelands, and never seen again. None of the colored lights has ever 
approached more than one individual at a time, and they have never been 
subjected to scientific analysis. 

The original inhabitants of the planet were 24' tall, so that all building have at 
least a 30' ceiling height. The planet was at one time known for its huge mines of 
radioactives, but attempts to mine them again have failed due to the continuous 
loss of personnel. 

SX P? H 40 A Radioactive Hydrogen G 1.7 T? MB GPP 0 


64 Haven Unity 

Planet The land mass consists of a narrow equatorial belt. The rest of the surface is 

divided into two oceans. Haven is basically a Terra type world. 

Physical Human, many different racial types, drawn for all over the cluster. 

Mental They are very humorless, and sensitive to religion. 

Culture They have a small-village type government controlling large modern cities, 
(see- Judges of Shildai) 

Techno Up to par, but superb in laser weaponry. Laser weapons are not for sale except 

to members of the Unity of Shildai. 

Import Manufactured Goods of all kinds. Luxuries. 

Export Art, Literature, Money. 




65 Shilda 

Planet Th 








67 Uhersang Unity 

Planet The sky is usually deep red, but will sometimes change to orange and yellows. 

There is no sea life at all. 

Physical Human, their eyesight is very good in darkness, but poor in color vision. There 
hearing and memory abilities are both above average. 

Mental Normal Human. 

Culture Dances are used to get rid of frustration. During festivals they dance until they 
drop from exhaustion. They generally live in caves, due to superstitions about 
the effect of sunlight. 

Techno They utilize fungus glow-lites in heavily traveled cave sections. Most food is 
hunted on the plains at night. 

Everything. 


Import 





69 Hipsed Unity 

Planet Most of the planet is chilly tundra, with small "bushes" and stunted "trees". All 

vegetation is fungus of one type or another. There is continuous rain. 
Physical Human, all adult natives have waist-length black hair, which is a mark of 
adulthood. 

Mental Their modesty taboo requires that all people hide their mouths at all times. It is 


Culture Slavery is a common practice for all occupations. There is a wandering class of 
madmen who are thought to be "holy", and are immune from all laws. There are 
large protected fields of cultivated fungus for all needs. 

Techno They use fungus for many special tasks such as: buiding bridges, digging holes, 
constructing houses, making food quickly, and many other tasks. 

Import Medical Equipment, Isolation Gear. 

Export Fertilizer, Animal Food, Human Food, Drugs. 

Notes Fungi can rot anything is a very short time, and will attack Humans if they are 

not lucky or protected. 

Helium Plant 




71 Norexa 


Unity 


Planet All plant life is fungoid, and many species are mobile. Some of the spores are 

useful medically, and others are deadly. There are occasional areas of 
radioactivity. 

Physical Human, their skin is always covered with a film of oil, which is useful for keeping 
spores off the skin. 

Mental They are afraid of the sight of blood, as anyone who has a cut on this planet will 
usually die in minutes from fungi infection. 

Culture A hereditary monarchy rules, it is believed that the monarch is descended from 
Gods several thousand years ago. Slavery is freely used at all times. Code Duello 

Techno The populace are masters of a martial arts form that can wound or kill without 

Import Isolation Containers, Chemicals to kill fungi. 

Export Drugs, Copper. 

Notes Zancha: but smaller than usual, and totally hairless. Their bodies are covered 

SD P S H 60 A NO G 1.1 T5 M3 GPP 10 


72 Tylmorn Unity 

Planet Glaciers cover 40% of the planetary surface. 

Physical Human, they are totally hairless, except for the eyebrows. 

Mental Normal Human. 

Culture There is a taboo against being outside during night. They are oriented towards 
serving their elders. Their government is basically Feudal, with Lords ruling over 
large areas. 

Techno They are very good at medical skills. They are extremely good at making 
man/machine interfaces. Although it is illegal, they do make cyborgs in secret. 
Import Medical Equipment. Drugs, Petrochemicals. 

Export Medical Equipment, Cyborgs. 

Notes There are hundreds of parasites in the air, water, and ground. This leads to a 

very high death rate throughout the population. 

Helium Plant 

S4A P 10 H 70 AND G 1.1 Til MO GPP 625 



73 Tams Drift Unity 

Planet The sky is almost always cloudless, and Is dark blue in color. The only native life 

besides Zancha, are insects. The largest land insect is 18" long. Most of the 
surface is desolate prairie. 

Physical Human, they utilize sign language as they are all mute. Dexterity +6. 

Mental They are afraid to look up at the sky, as they believe that evil spirits are waiting 

there. Looking at the distance is thought to be all right, because the evil spirits 
are far away. 

Culture There is a king on each of the five continents. They believe in home-healing as a 
part of thier faith, healers are treated as pariahs. 

Techno They use large trained water beetles to draw their boats between the islands. 
These beetles are carnivorous, and often eat the crews. 

Import Grain, Luxuries. 

Export Meat, Liquor, Petrochemicals. 

Notes Zancha 

SX P 5 H 50 ANOTn G 1.5 T1 M 14 GPP .007 


74 Firestall Unity 

Planet The planet is quite small and undergoes continuous vulcanism. Earthquakes are 

very rare, but volcanoes are common and nasty. 

Physical Human, due to constant ash in the air, their skin is very insensitive to heat. 



75 Dround 


Unity 

Planet All the land mass of the planet is spread out in great chains of islands. The entire 

planet has a tropical climate. 

Physical Normal Human. 

Mental They are very peaceful, often sleepy and slow. 

Cu Itu re As the planet has no dangerous animals, and food is easy to get, the people just 

drift from moment to moment, never worrying about the future. 

Techno Technology has gradually evolved solely to support labor saving and recreational 






77 Lapnite Unity 

Planet All plant life is poisonous to off-worlders. There is no flying life except for the Lir. 

Constant high radiation from the sun leads to many mutations. 

Physical Human, they use sign language within the family; each family has its own 
language. All sorts of physical traits show up due to mutations. 

Mental They are very afraid of loneliness, and will go insane if alone for any time. All sorts 

of mental traits show up due to mutations. 

Culture The population is organized into several thousand family/clan groups. Each 
hates all the others. 

Techno All houses are built on stilts due to hungry animals like Hive Rats. 
Import Medical Technology, Drugs. 

Export Mutants. 

Notes Hive Rat: bigger and more common than anywhere else in the cluster. 

Lir 

Helium Plant 

SE PB HQ ANO G 1.1 T3 MO GPP .35 


78 Mourin 


Unity 


Physical 

Mental 

Culture 


Import 

Export 

Notes 


Most of the surface is covered with forest. Except for the cities, all people live in 
complex tree homes. 

Human, they are very fat, and have greenish skin. All other type of people are 
looked down on as inferior. 

Normal Human. 

Each village/city has a "monk" who interprets all laws and problems. There are 
wandering bards who can use all sorts of instruments. 

They are very good at growing synthetic crystals, especially electronic and 
laser crystals. Most of these are bought by the Unity, but not all. 

Steel, Copper, Radioactives. 

Crystal, Wood, Gems. 

There are mobile plants who can use tendrils to catch food. 

Hive Rat 

Dreamroot 

P10 HO ANO G 1.5 Til M3 GPP 500 





79 Noralle 


Planet There are many floating islands made of moss. Most of the population I 

these, and floats wherever the wind takes them. 

Physical Human, their average height is 4', and all have blond hair. Most of them ht 
diseases due to parasites. 

Mental Males are thought to stupid and are taught to be slaves. 

Cu Itu re Females handle all affairs, and will not deal with men at all. Burial rites invc 

summoning of ocean predators to eat the body. Those predators ar 
similar to squid. They can be summoned by the sound of drums. 

Techno Their boats are made of wood, laminated from thin sheets. 

Import Boats, Weapons. 

Export Wood, Grain, Animals. 

Notes The populace's most popular sport is to raid nearby islands for food and slaves. 

Both sexes fight. 

Zancha 
Hive Rat 
Lir 

SD P 6 G 70 A NO G 1.1 T6 MO GPP 31 


80 Vornita Unity 

Planet One whole continent is a single, amoebic organism that cannot tolerate water 

and does not [apparently] reproduce. 

Physical Human, they have chlorophyll in their skins, which gives them a greenish tint. 
They can survive up to six weeks without food. 

Mental They have a fear of butterflies, especially of Lir. 

Culture Constables wander from tribe to tribe and maintain the laws. Each tribe belongs 

to a small group of tribes with mutual ties. Ritual mutilation is common, as their 
concept of beauty requires many scars. 

Techno Normal for level. 

Import Everything. 

Export Food (mostly fish) and Crystal. 

Notes Lir 

Hive Rat 
Helium Plant 

S E P 6 H BO A LO G 1.1 T 5 ME GPP 8 


81 Chalamp 


Unity 


Planet The surface is mostly low. rolling hills with scrawny bushes. Harsh cold winds 

blow all year round, but snow is rare. The plants are poisonous to off-worlders. 
The seasons are very long. 

Physical Human, they are totally carnivorous. 

Mental Their modesty taboo requires that all men cover their chests. 

Culture Sages wander freely, and make apparently irrational suggestions that are 

usually wise. Before entering an area, tribesmen will always sacrifice an animal 
to the spirit of that place. These spirits are blamed for all bad luck and evil 
happenings. 

Techno They have blowguns that shoot poison darts. They weave large, extremely 
strong nets to capture birds and animals. 

Impart Steel, Copper, Power Equipment. 

Export Fabric, Petrochemicals. 

Notes Lir 

S E P 6 H 20 A NO G 0.5 T 6 MO GPP 42 


82 Gye Unity 

Planet Desert covers most of the surface. Storms will often change the landscape 

completely. 

Physical Human, they have no sense of smell or taste. 

Mental They are afraid of heights. They distrust any technology that uses metal. 

Culture Anyone unable to keep up is left behind. Any person not of one's tribe is 

considered an animal, and may be eaten. Wells are marked with tall poles, death 
is the penalty for damaging a well. 

Techno They use only wood and stone. They can do things with stone that other people 
need metal for, such as, sharp cutting edges. 

Import Animals (especially transport animals). 

Export Superhard Stone Swords. Gems. Crystal. 

Notes Hive Rat 

Dreamroot 
Helium Plant 

SX P 6 H 60 ANOTn G 1.3 T5 M 14 GPP 7.5 



83 ShuSatsoon Unity 

Planet Desert covers most of the surface. There is no native flying life. The sky is 

usually copper-colored, occassionally red. 

Physical Normal Human. 

Mental They believe that fire is sacred. It is a capital crime to put out a fire, under any 
circumstances. 

Culture Creches are used to raise children, and eventually all adults from a creche live in 

per group. 



85 Trayle Unity 

Planet The oceans are mostly shallow, with scattered islands. There is almost no life on 

Physical Human, they are aquatic, have gills and cannot breath air. 

Mental They enjoy killing, and if they think you are an enemy they will kill you at once. They 

cannot comprehend the future, only the present. 

Culture The population is nomadic, they travel in groups of eight to ten. They usually 
ignore other groups, except at mating time, when several thousand gather at 
one place to mate and exchange goods. 

Techno They use mostly shell tools, but have utilized many ocean animals to fulfill 
technological needs. 

Import Worked Metal, Glass, Power. 

Export Meat, Metal Ores, Gems, Drugs. 

Notes They use a squid like animal as an all-purpose workhorse. It is dark green, 20' 

long, with eight tentacles. 

SC P 7 H 90 AHOTn G 1.5 T7 M2 GPP BO 


86 Montoe Unity 

Planet There are many small islands, and each is surrounded by large fleets of 
thousands of floating houseboats. There are no tides. 

Physical Human, they have two antennae growing from their heads, which are sensitive 
to magnetic fields, and electric fields. 

Mental Normal Human. 






87 Wedind Unity 

Planet Large plains cover thesurfacewithscattered clumps afforest. Theplainsarefull 


Phys 





89 Lushor 


Unity 



90 Faranx Unity 

Planet Much of the planet's surface is radioactive, and many of the flora and fauna are 

Physical Human, most of them are normal, but a particular mutation of white hair is 
becoming common. 

Mental They are very committed to raising and protecting their children. To harm the 
young of any species is their worst crime. 

Culture They live according to laws which have been passed down for a thousand years. 

They attempt to keep their way of life intact in spite of massive child mortality. 

Techno They are expert in all forms of radiation generation and medical problems 
caused by radiation. 

Import Medical Equipment. Drugs, Equipment to cleanse the planet, Food. 

Export Medical Equipment, Drugs, Radioactives. 

Notes Lir 


Hive Rat 
Helium Plant 





91 Anzatar 


Unity 

Planet The planet contains vast areas of plains, and extensive deserts. Over 30% of 

the planet is uninhabitable mountains. 

Physical Human, they all have red hair. They also have psionic abilities, mostly in low 
strengths. 

Mental They firmly believe in astrology, and consult prophets for any major decisions. 

Culture Throughout the mountains there are primitive tribes, who avoid technology 
completely, and often kill visitors. 

Techno Dirigibles using helium are very common, and some are extremely large. 

Import Tin, Crystal, Animals. 


Export Copper, Steel, Radioactives. 

Notes This planet has a very powerful underworld, with connections to the Empire and 

the Brotherhood. It is thought to be as powerful as the governments, and has 




93 Parotnia 


Unity 


Planet The average temperature is 500° F., winds are around 250 mph. There are 
constant rains of sulphuric acid, sometimes mixed with hydrochloric acid. 

Physical They are crab shaped, 2' long, and use infra-red vision, egg-layers. Strength +6. 
Dexterity -4. 

Mental They are totally unimaginative. They look down on Guerrites (see preceding 
planet) as being soft, useless and stupid. 

Culture Same as that of the Guerrites, except that any being may challenge any other to 

combat at any time. All cities are built subsurface. 

Techno They are very advanced in optics, including lasers, binoculars, slow-glass, and 
armored glass. 

Import Raw Materials, Computers. 

Export Optics, Tools, Mechanical Parts. 

Notes Anything no very well protected and tied down will be carried away by winds and 

destroyed by battering and acids. The port facility is located inside a large 
burned out volcano. 

SE P 10 H 80 ACOa G 0.9 T 10 MO GPP 400 


94 Rock Bottom Unity 

Planet The entire planet is in a glacial age. Lichens and scrawny bushes are the only 

plants. The surface is permafrost, except in the equatorial regions. 

Physical Human, they are usually fast, about 4' tall, and fat. 

Mental They are very pragmatic. Ethics are never a consideration. For them, the end 
always justifies the means. 

Culture Villages are of cut rock, built under the ice for insulation. They live by fishing 

Techno Their primary transportation is skis and sleds drawn by a reindeer like mammal. 

Import Anything. 

Export They have nothing. 

Notes Zancha 

Lir 

Hive Rat 

S E P 6 H 70 A HOTn G 0.9 T 5 Ml GPP 25 



95 Bouncer 


Unity 


Planet The entire planet is a single planetary lifeform, which appears to absorb light like 

a plant, but can directly manipulate the materials around it to create whatever 
it wants. It can only create things that it understands fully, and it only 
understands up to technology level 9 at the moment. 

It seems to have no desires other than to be left alone, but research teams from 
the Unity are attempting to motivate it to actively join the Unity and assist it in 
production. 

It does want radioactives, to experiment with, and will exchange any raw 
materials or fashioned objects of radioactives. Average production time of 
products is ten hours for one cubic inch. 

Import Radioactives. 

Export Anything not protein (i.e. metal or stone) 

SC POne H 20 A NOTn G 1.1 T9 MO GPP N.A. 


96 Tandy’s World Unity 

Planet This planet is totally useless. It used to be a technology level 10 world. The 

destruction was so great that little is left except for slag and craters. 

SD PX H 50 A Radioactive G 1.1 TX MO GPP 0 



97 Wrath of Shildai Unity 

Planet In most respects this world is identical to Tandy's World, a radioactive 

wasteland, except that it had a technological level 1 1 , before it was burned off. 

S □ P X H 20 A Radioactive G 0.7 T X Ml GPP 0 

98 B’Brn’Bran’Ta Restricted 

Planet This appears to be a normal Terra type world, but certain viewers have claimed ■ 

to see vast crystalline deserts stretching for hundreds of miles. 

Physical Apparently Normal Human. 

Mental Unknown. They seem to be isolationist, but very calm about their affairs. 

Culture Unknown, no metal or energy use can be detected from space. 

Techno Unknown. 

Notes In the only contacts recorded, the natives told the ships to go away, 

apparently by telepathy. When the ships did not, they began 



99 Safari 


Restricted 


Planet This world has many large islands, of varying climates. For centuries, the planet 

has been stocked with samples of every dangerous life form known in the 

It is used as a combination hunter's planet and survival course by all three 
governments. Their elite warriors are sent here in groups of twenty, and picked 
up in a month, usually having lost five men. 

Any beast found on any other oxygen planet is probably on this planet, and due to 
the competition is much deadlier that its home-grown relatives. 

There is no law on the planet, so if another person wants what you have, he has 
no reason not to kill you and take it. 

Notes There is a large orbiting hotel in orbit with shuttles and medical facilities. 



100 Fla 






